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4HE  TERM  @REPRESENTATION  REFERS  TO  THE CONSTRUCTION OF MEANING 
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AND CLICHÏS  IN A MORE APPARENT MANNER  THAN OTHER  FORMS OF MEDIA 






















































































































MAJORITY OF  THE MODEL GAMES ANALYSED  IN  THIS  SECTION  THE PLOT BEGINS 
WITH THE KIDNAPPING OF A WOMAN PRINCESS SISTER DAUGHTER	 BY AN EVIL 






























































TERM OF (OMO SACER AN  INDIVIDUAL  FORECLOSED FROM THE POLITICAL  SPACE 
PROPER WHOSE RESISTANCE IS REGARDED AS A CRIMINAL ACT






























































































































BY :IONIST  FORCES 4HE SECOND  IS  THE  FALLEN COMRADE 4HROUGHOUT  THE 
GAME THESE @REAL FIGHTERS OF THE (EZBOLLAH ARE CONSISTENTLY REFERRED TO AS 
MARTYRS ALSHUHADA	 AND THE PLAYER CHARACTER FINDS THEIR PHOTOGRAPHS 
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$IGITAL DIGNITY









































)SLAMIC HISTORIOGRAPHY  SUCH AS  THE OPENING  SCENE  TO 1URAISH WHICH 
IS BUILT ON -UHAMMAD )BN )SHAQS !L3IRAT AL.ABAWIYYA A CLASSICAL 











































TIONING WITH HIS  FINDINGS  THAT  @THE MORE  CLOSELY A  JOURNALIST  REPORT 
REPRODUCES THE COMMON STEREOTYPES OF A PARTICULAR PEOPLE THE GREATER THE 











GAMES  THIS  SIMPLIFICATION AND SCHEMATIZATION SEEMS  TO BE EVEN MORE 
PREVALENT !PART FROM MISSING ACADEMIC REFLECTION AND MEDIA CRITIQUE 
THE REASON COULD BE TECHNOLOGICAL .ONPLAYER CHARACTERS ARE DEPICTED 
OFTEN BY A  LIMITED NUMBER OF  REITERATING  TEXTURES MODELS AND OTHER 
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